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Figure 7. 
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Identify significant points in 
source frame 
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Identify significant points in 
destination frame 







Create warp mesh wkh 
source coordinates as texture 
coordinates and destination 
coordinates as vertex xyz 
coordinates. 
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Encode warp mesh for 
efficient streaming to Player. 
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Store destination points for 
use as source points for 
subsequent frame, if 
applicable. 
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FIG. 8 



